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[57] ABSTRACT 

A time limited game for a group of player-participants 
to share in the composition of several short stones, and 
including the means to achieve such composition. A 
timer is provided for limiting writing time. Five sets of 
cards are provided to determine a character profile for 
each player's main character. A spinner is provided to 
determine the genre category in which each player is 
required to compose. Participants compose the begin- 
nings of a short story in the genre chosen, about a char- 
acter described by the character cards and write as 
much as possible within a set time limit. At the end of 
the time limit, story compositions are passed to the 
player at each player's left, and writing continues for 
another set time limit. The same process is repeated 
until all participants have contributed to every other 
participant's story once. Story endings and story titles 
are added. Stories are read and awards are given for 
different categories of composition. The player with the 
most awards is declared the winner. 
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FIG. 1 
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FIG. 2 
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FIG. 2A 
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FIG. 3 
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FIG, 4 
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Mere participation is also a purpose for the invention. 

TE^D GROUP-WRITING GAME V^TrHRA>a)OM As with any game, the pure enjoyment of bettering 

CHARACTERIZATIONS one's peers within the confines of a friendly game is also 

an important objective. Non-aspiring writers as mere 

BACKGROUND OF THE INVENTION 5 participants wOl enjoy seeing, or reading what they can 

* T-. ij r.i. T do in the field of writing. It is even possible a participant 

K Fic d of the Invenuon discover a latent talent for short story writing. 

Thas mvention relates m general to games, and m ^ accomplished 

particular to games mvolvang word^oupm^^^ sen- ^^.^ confined of the game as summarized: 

lences, and group composition of short stones. controlled by a spinner which indicates 

2 Pnor Art , . , , _ , . , . ^ the genre of writing in which each participant will 

For 8S long as the field of wnting has ex,s ed profes- 8 f ^^^^ ^ ? 

sional and amateur wnters have had a need to find new ^ characterizations for the subject mat- 
ways to stunulate their own creative.. Tleproblemhas participant, or player, is instructed to 
always been to do so m a way which would be exciting ^ ^^^^ "j^^ ^^^^^^^ 
to the participant as wdl as inject a healthy amount of ^^^^ J^^^ ^ ^j,^ „f 
competitiveness durmg any such «ercjse ^^^^^ ^, ^^^^ 

One of the most mnovativc ways to stmiulate that ^ additional set time 

creativity to promote ideas, and encourage practice of « ^^j, ^j, ^5,5 ^s 

the art of wntmg is through the use of a game. Tliis P composition to all the other participants' 

invention, through the use of partc.patory roup wnt- P ^^^^ reviewed The 

ing and random character selection, provides al the ^^^^ ^^j, ^^^^ ^^^^^ 

prerequisites for producmg such creativity enhance- |j^^p DESCRIPTION OF THE DRAWINGS 

"'(Siher games have attempted to promote the use and ,5 FJG" ^ ^^""^^ ^"'^"S 

the building oflanguage Th«e atumpu ^ch as d«- «= ^^^^^ ^^^^^^^ j„ ,1,^ 

closed m LeCapelam U.S. Pat^ No. 4,470.821. rdy of a computer with display. . 

mosdy on the v«y rudmients of word structure. The ^ is sLdard writing materials (all forms of 

emphasis m the aforementioned patent is on grammati- . 

caUy correct sentence structure only. Much of ^^^^ 30 P^P^^- ^^^^^ ^^^^^^^ ^ ^^^^^^^ 

sr^^rrr ^Su:si^i"srs-.n,"{r,s;5s ~r s.t'SiT """"" 

a typical example of creatingindividual words by add- ^^J^^^^^^^^^ ^th their corre- 

mg letters to other letters. This is a common theme of ^^^^^ ^^^^ ^^jj^^^ ^^.^^ ^^^^^^^^ 

many related game patents. ^, ,k printed at the beginning and top portion of all writing 

There are also other patents of reference such as the 1^ 't^Iliak e e f f 

Kritzberg U.S. Pat No. 3,891,209 which involves a nC. 4 shows the top view of the spinner 

random selection of stimulu m the form of mdividual ^ ^^^^^ ^.^^ character cards, 

words to promote storytellmg as an aid for psychologi. ^ ^ ^.^^ ^ 3^^^^,^ 

cal testing. However, there is no provision m the Kritz- 40 ^ ^^^^^ ^^^^^ ^.^^ ^^^^^ ^^^^ certificates, 
berg patent for group writing or composition. Nor does 

the KriUberg patent allow for random creation of indi- DETAILED DESCRIPTION 

vidual characters to be used in ^^^writing process. • ^^^^^ ^ pj^g 1 & 2. all game participants arc 

Other patents of mterest would be U S- /at. Nos. ^^ ^^^^ ^^^^^^^ materials. These 

3,116,927-Kuhlman issued-January 1964 45 J ^ piQS. lA & 2A, but must 

4.132,406-Ginsberg issued-January 1979 ^^J^ communication, recording, and storing of 

Again, these patenu mvolve the addmg together of ^^^^^^ sentences, and paragraphs. Heading the writing 

letters to form words or the adding of words to form ^^^^^^^^ whether paper, computer memory, or other 

shon sentences for the purposes of promotmg word ^^^^^^ ^^^^ following hst, as shown in FIG. 3. 

formations and proper sentence structures. All of the 50 
previously mentioned patents are useful, but none arc 

useful in promoting the art of short story compostiion. ^ 

I am totally unaware of any other games which aid GENRE: 

and promote short-story writing, or group composition ^siSlctaSSt^js-H^ 

of any kind. 53 personality characteristic: 

SUMMARY OF THE INVENTION SS^C^SY: 

The principal object of this invention is to help in- v 



story TITLE: 



crease the creativity of aspiring writers and game par- 
ticipants. Given the varying choices of characterization 60 

provided by cards, and choice of genre, provided by a All of the above listed items are followed by a blank 

spinner-selector, the game provides and ideal setting for space to be filled in during the course of the game. The 

freeing a writer's imagination, spinner 4 has a circle which is divided into six equally- 

Another object is to increase the productivity of sized pie-shaped wedges with a spinablc pointer at the 

writers. Writing under a time limit forces a writer to 65 circle's center. Each of the wedges are numbered in 

circumvent not knowing who, or what to write about order around the circle with cither a 1, a 2, a 3, a 4, a 5. 

This lack of knowledge is sometimes referred to as or a 6, with each wedge having a single different num- 

"writer's block". ber. Each wedged section has a different genre category 
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lisied within the wedge boundary. Genre categories 
indicate a different style, type or kind of writing. Typi- 
cal examples of genre types are shown in FIG. 4, and 
those are listed as follows: Sci. Fi., or Science Fiction. 
Romance, Western, Historical. Mystery, and Horror. 5 

Play begins with each player first possessing proper 
writing utensils and materials. FIGS. 1 & 2. One player 
then spins the pointer on the spinner. This is to deter- 
mine which player will play first. AJl other players must 
also spin the spinner. The player with the highest num- 10 
ber indicated by the spinner will play first. If two or 
more players have the highest number indicated, those 
players must spin again until only one of those players 
has the highest number indicated. • 

The first player begins play by spinning the spinner 4 15 
again, this time noting the genre category indicated on 
the spinner. The player records the genre type in the 
blanlc space to the right of the word *'G£NR£" as listed 
on 3. Play continues clockwise to player number two, 
who proceeds to spin the spinner 4 and record a new 20 
category of genre onto his or her own writing materials, 
placing it to the right of the word "GENRE". This 
procedure continues until all players have chosen and 
recorded a different genre category on their own writ- 
ing materials, FIG. 2. However, if a player spins the 25 
spinner 4, and the pointer lands on a category already 
chosen by somcbnc else, the player must spin again. 
Genre categories indicated on the spinner may not be 
used by more than one player in a single game except 
under the following circumstances: (1). If there are 30 
more than six players. If this is the case, the seventh 
player, the eighth player, (and so on), may spin and take 
whichever category is indicated by the spiimer 4, even 
if it has already been selected by another player, or may 
select a different category not shown on the spinner. If 35 
a player elects to use a genre category not shown on the 
spinner, the player's choice must have unanimous ap- 
proval from the rest of the players. Otherwise the selec- 
tion is void (2). When there arc six players or less, and 
a player has spun the spinner 4 four times without the 40 
pointer landing on a category not already chosen the 
player may choose from whatever categories are left, or 
cgory must be approved by all of the other players. 

Play continues once again with player number one 
drawing one card only from each of the five sets of 45 
"Character Cards"— FIG. 5. Character cards are used 
to provide a descriptive character profile of the main 
character the player is instructed to write about. There 
arc five sets of these cards. Each set is different. There 
is one set of PHYSICAL cards, one set of PERSON- 50 
ALITY cards, one set of OCCUPATION cards, one set 
of IDIOSYNCRASY cards, and one set of HOBBY 
cards. PHYSICAL cards provide the player with a 
physical trait attributable to the player's main character. 
These arc indicated on the bottom side of each card and 55 
are usually one to two words in length and relating to a 
single physical human trait such as: blonde, tall, muscu- 
lar, aging, hairy, underweight, etc. Each card has only 
one trait. PERSONALITY cards give the player the 
kind of personality traits the player's main character 60 
will possess. These traits are indicated on the bottom 
side of each card and are usually one to two words in 
length and relating to a single human personality trait 
such as: kind-hearted, arrogant, conniving, vengeful, 
schizophrenic, passionate, etc. Each card lists only one 65 
trait. OCCUPATION cards indicate to a player, the 
main character's line of work. These are indicated on 
the bottom side of each card and are usually one to 
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three words in length and relate to a type of employ- 
ment such as: used car salesman, accountant, drug 
smuggler, detective, housewife, racecar driver, etc. 
Each card lists only one job title. IDIOSYNCRASY 
cards are for a main character's imusual. or quirky be- 
havior patterns, or mannerisms unique to the character. 
These are indicated on the bottom side of each card and 
are usually one to ten words in length and relate to a 
single human idiosyncrasy or odd behavior such as: 
refuses to leave the house after dark, stares often at 
strangers, hoards food, excessive daydreamer, secre- 
tive, reads in the bathroom, etc Each card lists only one 
idiosyncrasy. HOBBY cards indicate to a player the 
main character's use of leisure time. These are indicated 
on the bottom side of each card and are usually one to 
two words in length and relate to a single human pas- 
time endeavor such as: restoring antiques, sewing, 
chess, stamp collecting, surfing, sculpting, etc. Each 
card lists only one hobby. 

Once player number one has drawn one PHYSICAL 
card, one PERSONALITY card, one OCCUPATION 
card, one IDIOSYNCRASY card, and one HOBBY 
card, the player reads the information on the card si- 
lently and records the information onto the player's 
writing materials 2 in the corresponding blank spaces 
shown on 3. Players are not allowed to show any cards 
drawn to any other players. After recording the infor- 
mation shown on the cards, player number one returns 
the drawn cards to the bottom of each of their respec- 
tive decks. The second, third, fourth players (and so 
on), continue play by following the same procedure as 
the first player. Each player will have drawn one card 
from each of the five decks (sets) of cards 5 and each 
player will have recorded the information on the cards 
5 onto each player's own writing materials. 

Each player is then given an unspecified, but reason- 
able amount of time to create a NAME for their main 
character. This name is then placed in the appropriate 
blank space provided on the writing materials, FIG. 2, 
directly beside the line MAIN CHARACTER NAME, 
as indicated in FIG. 3. 

At this point, each player should now possess a com- 
plete main character profile and corresponding charac- 
ter name, all of which are to be indicated on each play- 
er's writing materials. Actual short story writing is now 
set to begin. 

One player, or a neutral, non-partictpant, is selected 
to operate the timer 6. When all players are set to begin, 
the timer is activated. Each player then has six minutes 
to compose onto each player's own writing materials, 
the beginnings of a short story involving the main char- 
acter (as described and named on 3), and do so in the 
genre category previously indicated by the spinner 4. 
given, (which was obtained from the person to the play- 
er's right), silently to themselves. Once everyone has 
read their newly acquired stories, and everyone is ready 
to write again, it is each player's objective to continue 
writing the story shown on their neighboring player's 
writing materials. Creative license is allowed, and all 
players are allowed to deviate from the original style, 
premise, or other aspects of the story, if they so desire. 
The only requirement is that the player continue with 
the story in some fashion. However, a player may not 
change, erase, or alter in any way, what has previously 
been written on a neighboring player's writing materi- 
als, whether written by the neighboring player, or by 
any other player. A player may only continue with 
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Only two noimnaticjDs^iMy-be-accepied-for-each 
award category. \>/dtirig is done by a fji^wofhan^ 

ke.^th^it^SiBSalfe Qm i ^^^^ the^iiejvithr 
^iggSj jTOi^g^^P^pfecf pf writinl; 
composed by the Chairmauti, the Chairman must decline 
to break the tie and must designate someone else, not 



what is already written by adding new sentences and 
new paragraphs to the story. 

Before beginning any writing session, including the 
first writing session as previously described, players 
must identify their own piece of writing by using their 
own name enclosed in brackets Q at the beginning of 
their own first paragraph, and follow this procedure on 
each paper 2 or other writing materials 2A, onto which 
they write throughout the course of the game. 

Again, 
six minutes, 

the story in their possession to the player seated 

person's left This same procedure of writing something _ 
on a neighboring player*s paper for six minutes, passing At the end of the^afa^cefeiSoriiesrthe player with 
the store to the left, reading, and then writing again, is the most number of awards is declared the game win- 




repeated until all players have seen and written, (and 
contributed a section of composition), on every story 
once, A player, thus, may not contribute to a stor>' 
twice or more times in the same game. This means, the 
story ending must be written by the player to a playr's 
right. Players will therefore know when it is time to 
begin the fmal writing session, (time to write the end- 
ings to the stories), when the next pass would have, 
without this rule, normally given a player back the 
original story the player started when the game began. 

Rules for endings only: Players are alloted the same 
time — 6 minutes — to end a story. However, if time is 
called in mid-sentence, players are allowed to fmish 
their last sentence, or even a paragraph, as long as doing 
so does not exceed an additional flip of the timer (3 
minutes). Players may not, however start new para- 
graphs. 
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ner. More than one wiimer is allowed if two or more 
players have reached a tie in the number of awards won. 
In addition to "BEST" awards, "WORST* awards 
are also given, such as WORST TITLE, WORST 
ENDING, WORST OVERALL WRITING, etc. 
These awards, their name and number, are left to the 
descretibn of a majority of the players. It must be noted 
that "WORST*' awards do not count towards winning 
of the game, and are considered valueless. Also, 
"WORST*' awards do not negate or offset any other 
awards given to any player previously. "WORST* 
awards are only given after a winner has been declared 
based on all other categories of awards. 

It must be noted that this specification is the preferred 
embodiment and in no way limits the use of the game in 
a broader sense, nor docs it restrict its use to one form. 
As such, the entire game may be computerized, allow- 
ing, therefore, not only the physical writing and record- 



Once the headings are composed and recorded, and 
the last time frame has ended, STORY TITLES are 35 ing of the stories themselves, as suggested by FIGS. lA 
added to the story by the same person who ended the and 2A, but other aspects of the game, as well. The 
story. This item is recorded in the blank space shown in spinner shown in FIG. 4, may be simulated by computer 
FIG. 3, beside the words STORY TITLE, memory and display, allowing genre types to be deter- 

Once the story titles are created and recorded, a final mined by random computerized selection. The timer, 
pass of the stories to the left is executed and the players 40 FIG. 5, may also be computerized as can the five sets of 
who began their stories may now have them back again. character cards, FIG. 6. Information on the cards 6 can 
At this point, each player may want to read their be stored in computer memory and later selected ran- 
newly revised stories aloud, or the group may wish to domly by computer for game use. Computerization is 
designate a person, or persons among them to read them only one variation. The scope of the invention, there- 
all aloud. Or, players may simply pass them back and 45 fore, is not limited by the detailed description, but 
forth and read them all silently to themselves. The only rather by the claims as hereto appended, 
requirement is that all of the stories must eventually be I claim 

read by all of the players prior to the fmal phase of the 1. A game for writing and composing a plurality of 
game— the award ceremonies. stories to be created by a plurality of participants, (or 

Award Ceremonies: The player who began the game 50 players), comprising 



is automatically designated the Chairman. The Chair 
man begins the award ceremonies by accepting the 
nominations of individual players, from other players, 
for each of the categories below: (However, players 
may not nominate themselves for any category). 

1. BEST OVERALL WRITING (by one person, all 
stories combined). 

2. BEST TITLE 

3. BEST TRANSITION 

4. BEST ENDING 

5. BEST HUMOR 

It should be noted that it is not necessary, or always 
possible for all of the above mentioned awards to be 
granted since some may not apply in any particular 
game. It is the option of the players, based on a majority 65 
vote, to add other categories not shown above, or delete 
those shown, in any number or amount agreed upon by 
the players. 
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60 



a. a means of recording or storing said stories either 
on paper, in computer memory, or other related 
means; 

b. a means of determining story genre type through 
the use of a spinner with a circle subdivided into 
equally-sized genre categories and having a spina- 
ble pointer at the circ]e*s center, or any such com- 
puter-simulated spinner; 

c. a means of determining individual story charateri- 
zations for each player's main character, through 
the use of five differing sets of "character cards**, in 
plurality, and so named as to determine a story 
character's physical traits, personality traits, occu- 
pation(s), hobbies, and idiosyncrasies; and wherein 
each player is given one of each of these cards prior 
to composing the beginning paragraph of a new 
story; and/or any such simulated cards as created 
and stored in computer memory; 
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d. a means for allowing participants to add words and 
paragraphs to other participants' stories through 
the passing of stories from one player to another; 

e. a mans for setting a time limit for composition of 
said stories; 2 

f. a means of determining a winner, based on catego- 
ries of best composition, with and through the use 



8 

of, and granting of, certificates, or awards, or tro- 
phies, as well as, the means of determining poor 
composition through the use of and granting of 
similar awards, certificates, or trophies for such, as 
so determined by a majority of participants. 

* » 4 * • 
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